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7hf. 9W S ( cont . ) who strike* you as funny, reliable, or possesses *hafc ever quail tl«e 
you lookiag for, Their public a Uona vary* some OM'e simply print out the results 
with no eoaaeatary, while others? add bits of humour and articles of Interest. 
Usually you can't go wrong by choosing aa established gaaesaaster, or a game In- 
sured fey ^explanation later), »hich for a snail fee, will ensure that If your 
OK and aagastne should disappear, (yes It does happen) your gaae will continue. 

ftwtffiwtiqW Most jumab^a* mmjfim th«*e mm no gases being opened (started) 
by said publishers, eoliett subscriptions at 1 prescribed rite (e.g. 110 Issues 
for «, hat the price varlee). Watching, a, gave In progress can be Instructive, 
ead is frequently a reason for subbing. 



Slace it your Ilferell "'to pla^ po sial If f me entry ree 
sone Interest. The fee Is necessary for the publisher to help offset his costs of 
printing and nailing* Most publishers operate at a loss} In fact, I cannot think 
of a single publisher who breaks even. 

lees range fron about |2 to 110, depending on the magazine. There are two 
baste methods of ohargUig the t ee to the players 

a) a flat fee, say •? for which you will enter a gaae and receive all issues 
required for completion of said gaae, and 

b) a newer aethod, wherein you pay 12 or so to enter the gene, and you maintain 
a subscription throughout the length of the game* This works out to a reasonable 
fee, and it does cover a publisher for a rise in costs, such as sailing, which 
looks to rise with eaeh new postal contract. 

Needeless to any, a) and b) are mutually exclusive. 

DftiflUfrQaaoa m basically run on 3 or h week deadlines, that is, orders are 
called, for on a certain date and the next deadline Is 3 or J* weeks away, 
(depending on the «U. ?hie allows about 2-3 wueAe, for communi cation. 

There are 3 basic ways In which orders are called for by «'s. Let's look 
at each separately* 

l»seaeoa system* With this system there are 3 seporate deadlines in each gaae* 
year, the first deadline is for Spring orders. For the second deadline, you oust 




North America. 



2) She Prophetic Systens This system condenses play into 2 seasons per gene-year. 
She first deadline requires Spring orders plus a list of retreat options (listed 
in order of your preference) for each unit which night be required to retreat. If 
you fall to specify a retreat for a dislodged unit, the unit la eliminated. 

The second deadline Is for Pall orders with possible retreats AND Winter 
builds or removals. Again these must be listed in order of preference. 

Although this syitesl ^tulr#<i aore advance planning* it speeds a gaae along 
much nore rapidly. This system is used most frequently in the E.g.. 

3) The Conditional Systes: It developed as a modified Prophetic system. Again 
there are two seasons, but here your "Spring" orders include last year's fall 
retreats, plus your Winter builds (which can be made conditional on everyone 
else's retreats) your spring orders (which again can be made conditional on 
the fall and winter decisions of the other players). 

The seeond move season each game-year Is for Fall orders, which may be made 
conditional on the summer retreats. 

The conditional system Is a new one presently used by only a few GM's. 



f-r.eggs (Propogaada) Gas- m*4or'<I££fe*oB©e b©tw**a jfrstal Ci^ay^by~Hall > SK&f^ a» ' >' 
apposed to face-to~£acs (FTF) play is the matter of press releases* They are 
generally oubraittad -wLt^i 4 .fc^e*#^#}a^fclttft& intended t#%^^Lneafc.«*l»» (lit* . 
referring to the moves) or as a seperate entity (a story)* Most 's&afes' oaflrry . 
press releases* They vary froa dull policy stateaMH||ui-...l<^ < jshs?pt „sfcories ? ; humour, 

character asGa..'?,?4.tir,tior: : rj>d range f roa" one shot affairs "to lengthy series, 
with a thread «mnitt| throug^'X ass example #f '«S» latter being Breaton Vex Ploeg' s 
(Horaphf, which was a mainstay -of his -wi^tiag) * Occasioaal% 9 press will over~ 
shadow a game, and in some cases is the^jPSaoqn for a game's following among noa- 
players* Some people can write good press; * others cannot (but consistently do 
«rite 9 It's sad to say)* 9Urth#r explanation of propogaada 1b out of the scope of 
tMo material « " - '*- — 

Me,ga»iny s Or 1 sslae for short* This terse ,»»6orapasses any amateur publication deal- 
ing with Diplomacy* They vmgs f rom «ar»oa»eopy affairs {usually move printouts 
with no press) to full fledged raagaainss (sometiaee running 20 page* or more with 
game* press,, articles, sad ecc&s&oaal editorialising by "the publisher) It Is a 
matter of personal taste as to which is superior. Tou will probably ffcef less for 
straight game printouts, hut sot necessarily* Farther distinctions arel .. 
Gaaseslnes sarrlss games (for most part this la what has trees referred t» an 

to now). a . .- -■■'>. •'*oa. ->*"• o . - ^ 4 : >*■ - 

Qensiae: carries ao games and deals with general articles dtt'Slplomaeyw 
Warehouse ziaes carries a lar#s aumber of games? with ac "pres* or other frills 0 
Propagandaziae: carries propaganda from otto or mot** players in a specific gamso 

Eoardaaa gumbers s These are used to identify postal Diplomacy/ games^ They are in 
the form 19jrat»X, la which the indicates the year la tMeb "the gams started, 
and the X refers to the specific '.game, ..So, the first game started in 1975 Is 
called 1975-A. The nesrt would 'a* 1975-B, 1975-C, ♦.••.,*, 1975**, 19?5^AA, 1975-AB,.. 
aad ao on. The present BUG (Boardmaa number Oustodlaa) , th/» person who keeps 
track of all games and assigns numbers to new games, is Bong Boyerleia* 

Hoqse Ha3,e , s i Well written though the Diplomacy rulebook is 9 it is certainly 
not^^l^nclu-Biv^ aard questions do -arise ovs* certala rulings. vA's <«.^«a:y^rs»me, 
though not all, publishers print bouae- rules. Besides stating policy as per dead- 
Ij.aos, fees and the like, they often include listlag of rule adjudications oa what 
may he considered dubious points* When entering a game, you will be furnished with 
a copy of your GM's houee-rulea (if he has any, of couse) which will clear most 
foul-ups before they occur* If you aTe also new to Diplomacy in general, .these 
«ill provide some help. 

Playing timj s The amount of time -spent on any one game varies. However, one should 
soaghly figure on an hour or titc* when the game starts (to write everyone if 
w!3a3'bl3 5 your neighbours otherwise)* Then there is the time apeat reading and 
rallying' to letters you receive, as well as posting orders regularly (a set should 
preferably be seat in immediately oa receipt of the sine* This -.way you have time 
*o revise" them if you wish* hut are still assured of not being caught without 
orders )» The amount of tine apsnt on any one game (to: whether writing, 
not ting up tho boas»d s rO.'va'.t!??^ etc* varies substantially- One full hour 
<<- :.'ft deadline is a good guideline}... There is usually more effort put into a 
.-,•<• si gasie than a faea-to-face gjwso, . i&t then it's spread over a long period of 
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Sample order Sheets To reaind you of the required game in^rmation, the followiag 
is a sample way of writing orders which lists all aora&lly required informations 

Spring 1901 fiaWtJ - Todays Kate: July 1, 197*. 

Orders ibrs ITALY 

A Van H A Rom— »Apu F Nap— Ioa 



It would be wall to vara newcomer ® .not to overload themselves. It would be 
a good idea to eater only oae game to start with, perhaps two. Play these for a 
few months, and thea set a limit as to how many games you feel you eaa handle* 
You should have a rough idea of this by thea* X would advise entering only a few 
games* building up slowly and preventing any conceivable overload. Remember* it 
takaa two vaarg ■ , bn e± c. all v to finish a game of postal Diplomacy. If you start 
eateriag ganea too often, you might at sometime find yourself overcoamitted. Ia 
addition* we offer another mild warning: 091*8 are people, and for thea as for 
most of us* most of everything else we do is more . important than Diplomacy. 
This will result in the occasional delay* and occasional player difficulties. For 
most of us then* this is a labour of love. 

When a player resigns or disappears from a game* a replacement is assigned. 
Most GH's maintain a list of "standby*"* people willing to enter a game in pro- 
gress if needed* Usually a QM will ask for standby orders after a player misses 
a turn* Standby orders are a set of Conditional orders submitted by the person 
named by the Of. These standby orders are conditional on the current player missing 
a second move. Usually* if the present player misses again* and the standby orders 
are used* the standby player then takes over the position* In most cases, the 
cost to standby ia only the cost of a subscription to the sine in which you are 
standing by. 

Being a standby is a reasonable way to join games* and one can build up ex- 
perience as well as good ratings by entering games as a standby. Several 
player ratings systems are maintained and most of thera do not penalize 

players for a poor standby finish* especially if the original position was a poor 
one. These positions provide valuable playing experience (often in middle and end 
tgame stages) • Replacement policy varies among QM's, so check it out. 

A note should be made of the International Diplomacy AssocletioaClDA)* es- 
pecially since this is, after all, * poasorod by the group. It Is 
basically an organization of players for the intentbof improving the hobby by 
organizing and furnishing such services as this Novice sine. For further infor- 
mation on IDA writes Walt Buchanan* B«R. #3* Lebanon* IN 46052. 

I»d like to express my appreciation to Burt Labelle* as he helped 
furnish me with some ideas from his lidroae.da, .Cfrronicle which vm® ia turn partly 
derived from Bod Walker's Poatrevsdrifl . 

If you have any questions about play-by-rasil Diplomacy* pleaee write me or 
any of the members of the Novice Committee, (see page 1 for our addresses)* 



Normally, we publish several short articles on strategy in each is cur of 
Cephelds, instead of one long dissertation. However, we feel that the folic- Ir ^; 
article merits attention in Cepheids. Brenton Ver Ploeg, although presently 
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retired from the hobby, developed a aoteable reputation for Ms skill in neg- 
otiation and a "never say die" Approach to the game* 

This following article originally appeared in Breaton V«r Ploeg'a Platypus 
RLe. and was later printed in the 1975 IDA Handbook, 

GENEBAL PETIfCIPLES OF K5Q07XATZ0S, OR, HOW 70 AT LEAST 
GO BOWSf IB STYLB, IF YOU 30TTA GO DOWJf 
by Breaton Ver Ploeg 

Et*at, HAKS A DECISION! If you eaoivocats through too aaay year a of play, 
if yon play the neutral, first and foreaost friendly to all powers, a couple 
things may happen to you : you aay simply not get the initiative that you need 
ttf'HiflHp'fe* -ylftPaaf ^ttKtM0t^4aBL-^mt e*operati*nT that the other players have ~~ 
done while working together makes them rather aore prone to continue working 
together than to split the alliance for you. Initiative, of course, is all 
essential, because no matter hov fragmented the other half of the board, you 
have to he at about 3 or 9 places when their war starts to show a clear winner s 
If yon don't commit yourself to an ally, the chances are rather greater that 
you will be several piecee smaller, 

Once you have nade the decision concerning you* ally and direction of ax* 
panslon (a aore extensive discussion of this issue follows in Part II of the 

article, "Initial Negotiations"), stick with Its Ton will, It happens, often 
find yourself in slow going In tactlcle tents* Often, In fact, you get completely 
bogged down* Now, since your ally in often fighting alongside you, the tendency 
io for hie or her lines to be aost open, and yon can often garner a couple of 
extra centers siaply by stabbing the former ally* Barring Very unique circua- 
stances— don't do it. The gain In centers will oftaboftea be eoaprlnlsed by a 
loss in credibility in general, and specific antipathy in the game where the 
attack occurs* 

Along the same lines, try to avoid directly lying to your Intended enemy. 
It is possible that he will be equally offended when you attack hin anyway, but 
he may not* Moreover, once you explain to others what happened, they may under- 
stand too. Recall that a single Diplomacy game does not stand by Itself* This 
doesn't mean that yon should get into 40 gases so that you can make croea-gane 
dea^ it does aeaa that reputatioaa spread quickly. Iae»le«, m Soug say*, 
often crop up siaply becaus© you attack then in a gaae. If you can avoid it, 
soften the blow by not making an iron-clad alliance with hira with full Intentions 
of breaking It later. You will note, of course, that this &a often tactically 
expensive. Maybe he will suspect something, and come after you. Maybe you will 
lose a season in time, or maybe even a year* 

It's thus at this juncture that you must balance in your own ndnd the basic 
tenet of keeping the initi.-tive, discussed above, with some other basic principles. 
X suggest that It's often worth the cost, in extra time needed to subdue an 
enemy, to avoid the sort of truly "dirty** stab that nany players seem to think 
the true beauty of Diplomacy. It's a decision you must make for yourself, and I 
don't pretend that my views are any better than anyone else's, but you should at 
least weigh the alternatives before plunging the dagger* 

Along those lines, there Is room in diplomacy for a "alienee is Golden" 
rule, if applied judiciously* Dong ((Douglas Beyerleln)) says in his article, 
and it's generally true, that yon should write absolutely everyone Involved. 
That's almost always a good idea, but there are eases in which It might not be, 
ar>.d they almost always involve a case where you have decided to attack X player. 



l-fcis aay is© for reasons of country, position*: -or .for reasons of player • structure, 
but ...tfcc reason isMs^ea±al.«Sftth.«- jfe$ak-is ttj*t yon aav*- not- promised this play- 
er anything, and thus, when the/.o1rta*ir ec«e0j:v you cannot justifiably, be con- 
deaned for duplicity. Th& lessening of your Mploisatic option is the disadvantage 
?2 raay @yon §st that beci sometime later, ia.ihs follozdng. situations suppose 

that vho battle lluoe afttf. alliances -change ra&idly while you are :; fightiag the 
player you initially attacked, 2f ? for reasons of your crfe (ressafeer that this 
should be done rarely) you dccidfr- tfhnt you want to snitch eldea and ally with 
yoiar former enemy, you r,ro in a such bettor position to do so than you might have 
been otherwise. You era err ~ j. hi* "look/ we have bee* hoaost with each other. We 
nave^syscgiieii to^aj^.aSth^frVaadi i» : .f*&t» we haven • t ,ev@ai etrrespanded iaueh 
with each other because ms were fighting. We have 1lllwe%*a%e<**oii* -go** <-iw*fwftlr~* 
to each other, but that daataed X, la country I, has aade promises to the both of 
u©« We should, thus, eeobine the good fai.th elements la this gasis and wipe the 
bastard out." 

Nothing so inelegantly worded* however, is recommended* 

There Is a possible variation to this which sight appeal to the intended 
eaeay* e sense of humour, in case, once again, you want to keep your options open 
in the futni?*, which' is ilws a : gf eJ ildea. lou can writ© hia a facetious -aiu 
iance.offer.iThe,oaly±*i&e^ game -where -1 was playing- 

Austria, and had a .maaitsr alliance to attach Turkey, -I wrote --Turkey asking an 
alliance, but specif ying jfehs 4 ^ttosjsjB V*ejw**I :*g»-t Serbia, Sreece • and Bulgar- 
ia in 1?01, oiith-.-^eeb#-\to»: Urn $m#0#i-tom Ankara i*;^9Q$*'.Twjfeey would, naturally, 
build nothing but t fleets in Ssayrna* bst 9 to shew good faith, would not build sore 
than two^;units; ; .-in''the-firetv®iS g%m -year «»■•, regardless of feet? many centers, he 
happened to take, and, : well § you get xthe idea# : -v r 

So, I agree utteny^with Dougf a wisdom—keep your options open. But I suggest 
to you that there are other alternatives to writing even enossy players all the 
time. Of course , there are ssaay cituations where you wouJ.d went to correspond at 
a* 1 time*. All I can rocoraaend is that you use your best judgement. Diplomacy is 
5% tattles (though in some 03r.ee. of course, gases become 99% tactics), k5% 
mplomaCy, and 50^ -intuit:' on .(in V:ica category I include lady luek). 

Second, don't make a fo;:-'.:.',h IiLuKDFK when you write letters— ?avold the 

corae and go. Consequently, when decisions are arrived at concerning the allies' 
one will choose in a gane, little things r.ay make a difference,. 

there is, for instance, no rule that say3 that a player who signs hiraself 
"The Duke of Luxembourg", and erablassono hie letters with all sorts of embossed 
royal seals, may noy be a very excellent player. Many times, in fact, this is the 
case, and* many times, other players in the gaase tend to want to free them- 
selves of the potential inexperience that this practise indicates. (I don't say 
it is done with Justification, just that it is done,) So, you gain nothing from 
« sing this technique. Write to the potential ally as if they were exactly what 
they are-^players in a board gar.© in which yon both have designs on' success, not 
as if he Or she were a hoaa of si&te s unless it*s tied ia to your press. 

Another thing to avoid, as :<oug says, is the "Bare Bones Diplomacy Letter". 
This is acceptable, a f tel.* ycu kn:v the player and. you have as. alliance, I suppose, 
but it's better not. to. do It. even then. At the start of the; game, however, lt*s 
a disaster.. Again, nsany players have a tendency to drop/ out five line letters,. 
U?kLs categorizes you right avR^y in none' too favorable -'a light".' Moreover, the per~ 
son .you Eight Intend to ally wit!; could assume that you woulci never twite frlr> a 
letter like that if you i.ntsnS-x? «. Co anything other thka r.ttask hin 9 (see the 
2nd full paragraph o.n v'.'i-- • ■.'■avl^r.o^s situation) -siid that ic,r/t exact -»- 

ly to your benefit y'i :. - ',•> '\r.nt.l^ however, yo*i noedn*t be so cynl •';?>! 
ae this asalysirs v.r. " - ■ : 1 ters. I'ou :i-:tf.. : ;ht r,v-f' ;.nc!o?c'; are 
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li.sajly -fco find,, that the persoa yon are corresponding with is m interesting 
person, arid you say broaden your horizons,. 

The final aspect of the "short" latter ia taie? as Doug says, a major aspect 
of Ia.ploma«y is being able to discern the personalities of your opponents simply 
through the mail* aad, soastimes, over the phone. If you receive a .-letter which 
just makes a brief proposal, and not hiag el«e 9 that person isn't really giving 
you a chance to aoe what their thought processes a£s like, unless the letter is 
long and contains a lot of aaalyais concerning the game (there Is nothing that says 
you have to be intimate) . Ia short, they ar«a s t giviag you « fair break, and there 
doesn't seera to be much of a reason why yea should give $SIM one, does there? So, 
lengthen those initial letters, aad discuss ^eontetMag aor© substantial thea "Let' a 
attack Germany— h« s s a dirty ass"* t 

Then too, don't do any thing stupi^l. If you are ia a feud—that 5 • stupid, 

Third, manage your tfoarul e -erases* well~~JTJg SsSSflBSsI* There are two aspects 
io this, the first one of winch is the oft-repeated" tactical dictate that you should 
never* never stab unless it 1 s really going to hurt your Opponent, and unless the 
momenta* you gain is enough to counteract any adverse effect it nay have elsewhere 
oa the boaxd ( AID, I might add, olaewhere ia the whole field, where your reputation 
might suffer. There is no reason way you should- have to stab someone more than 
oace every two or three games*} 

To* thtrSt I add a second necessity, though it's hardly particularly original 
with raei aljaig write a letter to the persoa you have stabbed, and try to make 
certain that it arrivos after, the deadline date (that ia f of course, obvious) and 
before the magazine arrives. This last is less obvious, hut equally as persuasive, 
if ia a more subtle aease. There is always a shoch when you see ta the magazine 
that, you have beea stabbed, Ro press release can possibly explain all the reasons 
you might have, aad, ia any case, a press release caa't be very persuasive. It 
(sometimes helps to add a humourous press release (besides which— -it's FOH) at the 
time of the attack, but you should not allow such aa important letter as this to 
apply to public channels. 

Note well that writing the person you attack, during the season of iaitial 
attack, does not only apply to people with whom you have had a close alliance 
(whore it should be obvious) but also to EVERYONE you attack, save those people 
you attack early ia the game that you have chosen not to write at all. ( Parenthetic- 
ally, I might add that you should NEVES use the * silent » treatment on anyone other 
thaw SifiHfuau jtw&LmJ* -attack at: the* start o*. the game. ) If you have not promised 
t.hoiu anything of real value, if you have lot the correspondence between the two of 
you grow cold.. .these are things which you should tell the person you attacks You 
should, in fact, be able to point to sorer al indications you gave the persoa that 
you were, ia fact, plaaaiag to attack him. The big catch*- these should be THOE. 

If you're still reading at this poiat, you see a flaws if you cam correctly 
claim that you warned him, however covertly, HI should be able to see it too. That 
is of course accurate, but it 'doesn't mean a great deal aa far as disadvantages go, 
This is so because all you have done, la effect, is made your deals with this 
person ia the same manner ia nhieh he has made deals with you, la fact, the way 
95% of all Diplomacy players make deals with each other. The truth of th > matter 
is that you don't hjym to attack a person simply because you leave that optioa 
open* In fact, as often as not, you any S2& attack then at all. Omraision doesn't 
mum antipathy, and anyone that thinks so is beiag foolish. More, it ia saggestiag 

situation I consider absurd., though it happens in perhaps the large Majority of 
J>j ?.loraaey games: everyone allies closely with everyone else, and we find out what 8 a 
! happening la the Fall of 1901 a&d the Spring of 1902, There is no reason in 

v;orld that games cannot proce-ad to their end without ever having made a "firm" 

Xfc :» Sj, of course, a value judgement. .XJoubiless, it's possible to suffer at the 
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hands of someone who - thinks you plan to attack simply because don -i I ali/f 
with him until 1920* but you haT® to weigh these issues for yours?'! t---/.. c - 

worse to ally with that person aad then attack him. But keep one thing in ra.md 
forever— there are large cumbers of Diplomacy players that operate on amoral 
principles entirely, and you neat be aware ot that* NO system operates well 
in isolation* and meeting other pi aye r a s aad other systems of approach, is not 
only refreshing, but challenging* 

The balancing set becomes acute, and if you reason that this article does 
nothing to point out Just how you should lean, then you have correctly analyzed 
it. I haven 8 t really regarded it as an attempt to do so* But this is a philosoph- 
ical difficulty that everyone solves for themselves, and recall that it's only 
the third part of the general heading-- General Principles. If you want to double- 
cross at -sill, feel free* But expect same repercussions in both the short term 
and long term senses. 

ihitial ¥e^&tior»--com?«t'' ?ouRsfs> ''i&hrWi 

There is clearly not going to be ©pace, ((in his sine)) for this part of th© 
article. I an truly long-winded. What I wanted to discuss here was the difficulty 
of making that initial conrzdtmeni^ and the manner in whies it should be 

made; contingent upon otn«? players, or the country yon have? There are advantages 
and disadvantages to both methods, and distinctions are to be made between a 
position in which you know none of the people on the board, and one in which you 
know them all, either through past contact or through reputation (I know an ex- 
cellent player who once studied all the games of his opponents, and, you can 
believe , was ouch stronger as a result). However, there isn't time for this now 
and will be concluded in next Issue, ((the following is from the next issue)) 

PART II— The Initial Negotiations; 

It* s clear enough, as I said last issue, that you have to reach a clear 
commitment with a certain group of allies, and then push as quickly and aggress- 
ively as possible towards that goal* But, as the years go on, it is apparent to 
me that to precipitate a commitment is as bad as none at alio Most initial nego- 
tiations periods are never over a month, and often actually use much less time 
than that. 90% of the first moves I have received in the three PP games ((his 
sine? a games)) have been received weeks in advance of the deadlines. Sometimes, 
this is all you need, but sometinoB I think you need twice that long, if only to 
correctly analyse your enemy. My worst error in a Diplomacy game was in assuming 
that the grand strategy of the game was the most important, and that people could 
be moulded to that end. Unfortunately, I inverted friends aad enemies, aad was 
stabbed by the player who was to be the long-term ally, and befriended ray intended 
worst enemy. All too late for me to react with any degree of flexibility,ttatural- 
ly, and the game was hopelessly and Irrevocably lost. 

This implied at the time that all games should be run on the basis of the 
personalities involved. That sounds perfectly simple, I agree, but it involves 
disadvantages. The most Irritating possible letter to receive early in a game is 
one that absolutely refuses to be committal in any way or form. He is waiting to 
see what YOU offer, which, by some strange coincidence, is Just what YOU 
are waiting for. You 8 11 probably end up fighting* At best, you'll end up with a 
very nuetral agreement. It's for that reason that it is often best to try to get 
some idea what the players may be like BEFORE you write them . The beet way to do 
this is to know them in advance of course, but ? until someone does the very val- 
uable work of preparing game records for certain players, you have to dig through 
all the records yourself, or pay Rod or someone else with the records to do m 
their time, (they might do it gratis for someone with a few games, but after tha- 
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•» - t " c :< *.g SGT *neir time) <> 

„ * . > . '» . , 1 *' * uV* s «« ff?!" 1 - them ' os ■ t he phose. 

- ^ v«*&r ^ <- t "* o >o j,r. .".juccu oy con.s, but the simple fact is that 24, p« 
1 oaacy IS go influence*, it i<* .for ir.au reason that players in the same 
geographic area h&ve aa adv?r. because e.Oismunie&ilon between them is so mu«h 

more sure, ov t ac «orefc c chon- :-:r > But there's the other side of the coin there 
• oo s because ifc'-s certainly a «7-jrthwhile .Diplomatic- weatjoa to claim that X & Y, 
residents of the same are«>, therefore ally, so that they should BOTH 

be cleaned out before I'm havens- Naturally, it ''s not necessarily* (or ere* 
often) the case ihese .• . J a DO ally,,, but the burden is now on them to eon* 

¥ince your potest ial ally i: c - they are in fact mortal enemies, one with another « 

If you can do thxs sort, of initial groundwork, or get some sort of reasonably 
reliable hearsay evidence concerning the flayer whoa you might want to influence, 
ii^s feirae to go to work. It the player is trustworthy, I suggest that you commit 

GRAM* TACTICAL SCHEME* Uttty ^hillip'e. in regard to last issue, has written me that 
i-iiere should be- ©otter reasons to ally, with someone than that he or she " Is a 
"Great PersoaV .1 of -..course., ag^, 100%,; a«4 J^.ftdditi-oa. to ' being reliable, yott 
should doubtless be able to convince a potential and de aired ally that you are both 
billing and gbjji to fulfill your portion of thealliance. The Or and Tactical* 
Strategic proposal is of this nature. Here, you would describe the middle and tad 
games* as you see thern^ in terns of what powers will be battling whatr other powers o 
After the initial round, if jour alliance is accepted in a manner which you think 
is sincere., your alliance should he cemented into somewhat more detailed termer* 
Specific plans should be fprmulated concerning what is to be done with various 
other countries, and consideration should be given to how the situation might 
change. The ideal situation, which is actually not too hard to attain unless you 
have some jreal close-lipped -people dragging down the game, is one in which you will 
not be surprised by anything that happens on the board. Allowing for a reasonable 
aaaount of breakdown^ no massive strategic shifts should manage to perpetrate toes- 
calves without your knowledge, or at least some sort of idea that they sight take 
place« Ideally. 

And that, dear friends ; is why it Is next to Impossible to "teach" Diplomacy* 
lou can "teach" the tactics element, I suppose, and there are a large number of 
articles by those much more skilled than myself in that regard which you should 
read before even attempting prolonged play of the game. But the rest of it Is by 
"Inference". Tou must, on the basis of what is often nothing more than intuition 
alone, , decide whoa jrou jjan. .trust and for how long* If yon think that you are 
ehout' to be attacked, 'please try fc think compromise. That la— of far the attacker 
.enter or two in order for him to go 'away and bother someone else. 

This 3s winding down right now, I can tell. It's really almost next to impos- 
sible to get down in print all the myriad little things that run through anyone's 
head when they play a game of IMLplomacy. I have played only four years now, which 
ian»t a very^long time compared to some of the real "old-timers" but 1 have seen 
sooe very el ever tricks perpetrated. Shading can do something, but watching does 
sore* Mosv of all, however s, is interest* A player who doesn't give a' shit Is go~ 
Lag to lose, 9 times out of 10. A player that is both interesting and challenging 
will, much more often than not 9 do well. Perhaps he or she will even win the game« 
Bot only is interest contagious, it tells your potential allies that yon 

! ^ i's'Jt abc-'v to become a negotiating drop-out, and makes you a very valuable 

'"&o a„sd i£rx dangerous enemy* • Sometimes things go poorly,, of course,, but it's 
. i tHo& yon can earn the MOST respect of your enemies. I have never . eliminated 

ypr vno has written at length \sfcilc faoing attacked^ aafi kopt attempting to 
r -ni -ad,, Ptirtheroorej X have always endeavored to ally \vith thera in future 
because I . know that; .if t>.ey Sought- hard when they were losing, they 

'1 doubly when t-hay are '.visaing* 



Turkey's defences often • sake for- many a long battle against d^toi*ni«ed enemies,. Doti* 
Beyerlein, one of the hobby's strongest players explains how Turkey ea;. be broken by cutting 
off its first build, Bulgeria. Doug is presently the Boardmn Nve&er Cus tedium for the 
hobby, the man who assigns numbers, and keeps records on all games taking place in the DipletnAct 
hobby. Thanks to Doug for peCTdssion to imprint this article, and to the article's 
original pufcHeher, Walt Buchanan. The artiele originally appeared in Hoosier Archives #120. 
Incidentally, I would like to reconriend that you consider a subscription to Diplomacy World . 
Walt Buchanan's new publication itich has replaced Hoosier Archi ves. SUploraacy World is >"" 
40 page publication printed by ;.' c t<:-of .Cset, a truely beautiful "result in the world of 
Dipleoacy publications^ , Each Issue contains a wealth of articles and inforn&tion about the 
hobby. Sub rate ia $4. per year (4 issues). Walt will send you a sample if you will 
nm5;?MA-m.&oia&* of stamps* (20f)/ Writes Walt Buchanan, R.R.#3, Lebanon, Uf 46055t. 

THE BUIGBF.IA?? QttlBDCr < by Douglas Beyerlein 

inople to Bulgeria in Spring 1901, backed by an additional arwy and a fleet,' and Bulge j 
is guaranteed Turkish in 1901. Or is it? 

There is one set of orders, when -used agaAnsfc an unsuspecting Turkish "playfcr, which 
will leave Turkey with only three centres at the end of 1901 and no future. This is the 
Bulgeriah Gambit ,> 

■ The required orders are simple; the diplomacy difficult 6 gfcrst t&e orders. For Spring 
1901, -'Russia sends P Sevastopol to Rumania and Austria opens with the standard A Budapest 
to Serbia and P Trieste to Albania. Turkey is guided to a western attack with A Constantinople 
to Bulgeria and a followup into Constantinople with either A Smyrna or F Ankara, Then in 
the fall* . . Turkey is enticed to wove A Bulgeria to either Greece or "Rumania so that it 
cannot be* fe*apported in place. The opposition, Russia and Austria, strikes with F Rumania 
to Bilge ria (east ' ; coast), A Serbia Supports RUSSIAN p Rumania to Bulgeria, ' and P 
Albtoia to Greece. The Russian fleet takes Bulgeria, the Turkfeoh army is annihilated or 
retreats to Constantinople s and the Turkish player counts only to three. 

Rev the -difficult part: the diplofcvitic set-up of Turkey. Russia rattst convince Turkey 
to g& west while Signing a northern attack. Thus in Spring 1901 Russia will claim Raaania 
with F Sevastopol and at stoat will only send A Warsaw south to Ukrania, This is a definite 
gawpM : j|tS3ia*B isat. ■ 'ki&ttteH : -0$m*ay' in : the .spring is relatively simple. Therefore, 
the burdehMli^ It is all or nothing. 

Assuming that Spring 1901 went according to plan, we now com® to the fall. Here Russia 
has an easy time diplomatically and Austria must pull a fast one on Turkey. Turkey with 
units in Bulgeria and Constantinople nay be content to hold with support. Greece can be 
att8cked, 3 to » P AM&iift 1ft Greece from *lMtil*»' the Turkish attack ie ' - 

worthless without Italian support (which is very unlikely). So, to get Turkey to move 
A Bulgeria and therefore guarantee Turkey's loss, Austria must make some encouraging noises 
in Turkey's direction. Austria should say to Turkey that A Serbia is supporting TURKISH 
A Bulgeria to Jturaania whether or not Turkey' makes the laove. This leaves Turkey (or so the 
Turkish player thinks) with two options: (1) either stand off the Austrian fleet into Greece, 
or (2) take the unsolicited support and attack Rumania. Then wlfen the Pall 1901 orders 
are published, the damage is done and Turkey is dead. 

The only remaining problem is who gets Rumania after the Russian fleet moves out. 
Either Austria can take it in return for the possible stand off over Greece, so as to have 
at least two builds or Russian A Ukrana can have it. This should be worked out at . well 
in advance..* 

:'• Pinallyj Russia builds F Sevastopol and Austria builds ar/nies. And then it is only a 
matter -of time before they own all of Turkey. 

This subtle blitz has it?; risks, however. Russia, with only* a maximum of two units 
in the south, can be hit hard by ;\ combined Atxetro-Turkish attack -. I have seen it go both 
ways and have just been fortunate to have been on the right side both times. In every ease, 
diplomacy is the key and the gambit is doomed to failure without it. Used such, the Bulgerian 
Gambit is .lust one more way to kill Turkey. 



t 
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i . . uelpful introducing notices to the world of variant Diplomacy, 

>j u \; article specifically for publication here, we hope you will find it 
- , ti at some time look into the variant Diplomacy scene 0 

INTRODUCTION TO DIPLOMACY VARIANTS 
by Lewis Pulsipher 

Variants are games more or loss baaed on standard (regular) Diplomacy which are played 
by over half of all postal players. On® quarter of all postal Diplomacy type games begun 
In 1973 were variants o Sortie variants use a new or altered board and situation and retain 
almost all of the rules; others retain the board and change one or more of the rules? 
still others change board and' rules extensively. Some closely resemble the standard game, 
while others bear little in comirton with it. There are even variants of variants. The 
games included in the rulebook for other than 7 players are variants with "altered board" 
(new starting nosition? and different (because fewer) player countries). 

Some zines arc devoted solely to variants, and a few players play only variants, but a 
mixture of 'stand and variant is nor© coonon* 4 

** - : - ' 

Almost any subject you care to name lia8 ,J b*en' ifced- for, at least ' one : variant, ; " though 
more are bein produced each month. Among these are science fiction and fantasy (egt Hyborian 
Age, Foundation), historical (1721, DUdochi, Napoleonic), eafetension of the standard board 
and scenario (Ycungstown, Abstration), hypothetical (Lost Con tinents), and abstract 

(Anarchy, Black Hole). There are over 200 Variants with new boards and hundreds using 
the standard board. 

V/hy do people play variants? r-one like • new scenarios • •for' ; prsw-- : f*leaiw'oipttVOs«8 or 
simply for a chango. Others like a greater challenge than the simple standard rules provide. 
Some become bored with standard Diplomacy aft<?r repeated plays. ?4any variants require 
different skills and a different type of thinking than is needed for standard Dippy, and 
many are more realistic. Pome variants offer better play balance then those in the rulebook 
for mimbers of players other than 7, and there are variants which can be played,. by more than 
7 people. Finally, an inexperienced player has a better chance becpuse experienced players 
cannot depend on memorised, lines of play— all the players must analyse the nev situation 0 

Variants are nt not ofter designed for general popularity. Usually they are aimed at 
a smaller group which is attracted by elements particular to that variant; most variants are 
pl^ed.onjy a, few times by mail, :Xat all,. 

Variants are usually available from individual publishers (who are often also designers) 
for 15-30$ each, The best way to gain an idea of what typical variants are like is to order 
the MOW variant package, $1.75 from Paul V'ood, 24613 Harmon Ct., f»t 0 Clair Shores, 

MI 48080. This includes an introduction to variants, rules and maps for a dozen variants, 
&nd a lift of rules that can be used with the standard game, all printed photo-offset „ 

lite brst current source for variant information is Diplomacy World, v hich carries 
a "variant info mat ion" column as well as at least one new variant each issue. W#3 contains 
the latest comprehensive lint of variants available in North America? and is 75* from 
Walt Buchanan, Tl.#3, Lebanon, HI 4605$. ' : 

The following handle special variant projects: > ■ 

Robert Sacks, 15-P Tang Hall, 550 Memorial Dr., Cambridge, MA 02139 is the Variant 
^cstal Diplomacy Designation ("Idler Number") Custodian. He assigns a unique identifying 

•^;o"! to each postal garae in the same manner as the "Boardman Number" custodian. 

Dan Gallagher, 64?5 King Louis Dr., Alexandria, VA 2231? is the Director of the NoHh- 
&•■'■■■••»« em Variant Bank. Most Variants are now available from this one source. 

Lewis Pulsipher, 423 Main r-t„, Bellevue, MI 49051 is the Diplomacy World Variants 
* 'ciitcr. All newly pubDished variants are reviev/ad-desQribed in Diplomacy Vtorldo 
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The following is an example of a variant with a new board and scsie Minor rul'/ changes . 
The map (opposite) is* printer b;..- •\ha phc to-offset method. FLEA/' I' HOT?': Qno error on the is&p 
is that SERBIA is printed as a supply centre, it is not . supply centre, but a nowaal 
province. RISK counters or wargarae counters may be used for unite, on this iaap„ Thanks 
to Harry Drews for permission to reprint his variant, 

.NAPOXCT'S EUROPE designed by Gerald Drews 

with assistance from Harry Drews 

Rules: 1. All rules of regular Diplomacy apply, unless otherwise below. 

2. There are seven major powers on thetoap; ^Austria-Hungary, France, Great Britain, 
Ottoman Ftapire, Prussia, the Russian Empire, and Spain , 



starting positions are: 

Austria: A Corinthia, A Budapest, A Transylvania 
France: F Brittany, S Provence, A Champagne 
Great Britain: F Ireland, F Scotland, F London 
Ottoman; F Greece, F Anatolia, A Rumelia 
Prussia: F Pomerania, A East Prussia, A Silesia 
Spain* A Castile, A Navarre, F Granada 

Russia: A Circassia, F St. Petersburg nc, A Volhynia, A Moscow. 1 

3. There are 41 Supply Centres in total. The winner is the player who first owns 
17 supply centres at the end of a fall turn. y. 

4. The first turn of the game is dated Spring 1795» 

5* Fleets cannot move North fea-H&nover-Baltic Sea. Instead they have the choice of 
either North Sea-Denmark-Baltic or North Sea-Sweden-Baltic. Fleets cannot move 
directly from the Aegean Sea to the Black Sea. They must move F Aegean- 1 Rumelia~Black 
or F Aegean-Anatolia-Black, i^umelia and Anatolia are single coasted. An any can 
move directly from Rumelia to Anatolia. An army can move directly from Denmark to 
Sweden. An army cannot more directly from Naples to Sicily. 

Designer 1 s_ Conmxen t - s : This variant was designed as to force some early confrontations. This is 
the mosi ciear cut way- to have a |>a^er l i'\MplamMio'''8ldLll made apparent. If you eaft^ '9sBft 
the mustard early then you may be sonked. The supply centres are distributed in a very uneven 
manner. They lie so tempting and inviting for every power except %tssia. 3ut can you trust 
your neighbours enough to forget about your borders and go after the surply centres (the 
neutral ones)? An early alliance in this game will be able to roll right over the opposition 
if it is disorganized. Russian access to many neutral centres is limited at first, but 
there aw built in compeneations. 

; ? -FjMi* liberties . have- .been, taken .with ..history. France is weakened and Prussia and the 
Ottoman Brapire strengthened, specifically U> provide for an interesting game. I would apprec- 
iate all comments. At least try the game out. I'e hope the game is interesting and allows 
for varied strategies for each country. \ 
(Harry Drews, P.O. Box 282, Kitchener, Ontario, Canada. N2G 3X9) 

Ttamejaber: Please note th© error on the map2 Serbia is not a supply centra as indicated, 
Thnnkyou. 



tpa Q'-^v r '' iwo bullktis ?n ;i*y 1$, 1975, 

Prepaid by the IDA Novice Committee 

fftic si* set is prepared us a supplement to the CEPHKIDS, in order to provide an up-to-date 
listing of garae openings in the Diplomacy hobby. The bulletin is prepared irregularily, 
updated when ever we hear of sufficient naw openings to make the previous sheet dated 0 
Included are current subscription -rates, and garaefees where applicable. Most publishers will 
send a sample copy of their zine for a stattn, 

DIPLOMACY OPENINGS 

Len Lakofka (644 W. Briar Place; Chicago, IX 60657) has openings for novice players only. 
The garaefee is f 6. or $8. for North American Airmail ($11, for Foreign Air Mail), These games 
will be carried in v 1IA2S08S DAN6EREUSES. Subs to LD are $#8 issuea, *2<,35 by N.A. 

Airmail, or &3*/& Foreign Airmail, New Players may standby in current games at NO COST, Ditto. 

Laurence Gillespie (23 Robert ■Allen' Dr. ,. Halifax,' Nova Se^tla^ Canada; B3M 309) has openings 
at 15.75 ($5. for IDA Mwnbnrs), a sub to ZfePPELKU- is 'included, rub rate* tor 

ZEPPELIN I are l?/$2. Ditto. 

f ave "Kadlecek (1447 Sierra Creek V.'ayv San Jose, CA 9513?) has openings at ft gamffee of fcl.50 
plus a sub to flPJXJULUK. rubs are 10/&2. Dittos > 

roll M von (1823 Dacotah Dr., Windsor, Ontario, N8Y. 1S4) has openings in regular diplomacy 

at t3o plus $3. one year subscription. Ditto, ' 

Michael Homeier (?3S N, '-towlinp Green Way, Los Angeles, CA 90049) has openings in regular 
diplomacy for $1. ganefee plus subscription. Tubscriptions are 12/$2.50, Ditto. 

Harry Drews (P.O. Box 282, Kitchener, Ontario. N2G 3X9) has openings in PAROXISM. Oamefee 
is subscription plus 15$ per move G.M. fee, plus refundable deposit (refunded if you 
don't drop out), Subscriptions to PAROXISM are 10/$2. or 9/82. N.A. Airmail. Ditto, 

DIPLOMACY PUBLICATIONS 

DIPLOMACY WORLD (c/o 1,'alt Buchanan, H.*?.#3, Lebanon, IK 46052) is a non-game zine devoted 
to presenting articles on play, ratings systems, and general inforamtion to the hobby's 
players. This professionally printed magazine also includes a demonstration gane. Sub rate 
is $4, per year (issued quarterly), Walt vdll send you a sample if you'll send him a couple 
of stamps. Photo-Offset, 

Another publication I strongly recommend is IMPARSABLe. Impassable is mors of a "gamezine'' 
but John 3oyer, its publisher, always has a good lot of general interest articles and letters. 
Also maintains a good list of game openings. Very reliable. John Boyer, 117 Garland Dr., 
Carlisle, PA 17013) Rubs are 12/$2. or 6/&L. Mimeo. 

Len Lakofka offers an introductory zine for novices called KALEIDOSCOPF. For a f reV copy 
write Len at 644 1 J. Briar Place, Chicago, IL 60657, A stamp to pay for postage would be 
appreciated. 

TH* '.INTJIRNATIONAL DIPLOMACY A c rCCIATI0H , 8 DIPLOMACY HANDBOOK released this summer at the 
annual Diplomacy Convention is still available. ,Thie r handbook is a 78 page mimeographed 
production which includes articles on good play^ ^ypjfc^cei. and general interest. Hoosier 
Archies' Demonstration Game 1972-CP, is <rrpj^h|«ed '|^|^Lwith analysis by Doug Beyerleln, 
Available to IDA Members for Non-membnrs for* $3>" "'IMite: John Boyer, 117 Garland nr., 
Carlisle, PA 17013). 

Incidentally, if you are not a member of the International Diplomacy Association, you should 
consider joining. The IDA publishes a bi-monthly newsletter (approx. 1? pages) to its 

members called DIPLOMACY T?FVIEt'J. lour dues contribute to such worthwhile projects as the 
IDA Novice Packet. Game Insurance, and Variant Diplomacy Information,, Dues are'$£. per year. 
Write the Vie* ' President/Treasurer? Kalt Buchanan, Tl.n,#3» Lebanon, IN 46052, 
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D1PLCOCY VARIANT OP"HSMGB 



J. Antosiak (422 East Ave., La G**uifr,e, IL 60525) opening of Youagstovss Variant' in AM8CHL05S, 
ganefee $4. 

Mt feurkaoki (1320L Dwyer, Detroit, III 48212) opening of Bioplomacy Variant in RAGWEED, 
gamefee $1, plus postage. 

Don Efron (1823 Dacotah Dr., V'indsor, Ontiirio, Canada. N83T 1S4) has . openings of 

Youngs town Variant and Hard Choice in Brainwave, Gamefee $3. plus sub of f 3. /year. 

Bob Ilartwig (5Q30 N, 109th St., Longmont, Colorado. 80501) has an opening in diarchy in his 
sine Podnck New*, ... Gamefee §2. 

David Head (Box 1232, Huntsyille, Ontario, Canadal POA 1K0) has openings in Antigoni Isles, 
and Atlantica I in Arrakis. The gnnefee is 16 ($5 for IDA mewoera). 

David Kadlecek (1447 Pierra Creok i'ay, "SatrJ5§e, CA 9513*) fias theTollowSHg openings with 
thefollowiag gamefees: Seacchoraaoy f?lj lftddle Earth VU $1.50, Third Age II $1.50, and 
Youngstown $2. All gamefees plus aub of 3F!<p0yJ5| ® 

S«ott^||Menbttrg (1&?-*31 Radnor Td„ Jamaica, J>SY 11432) has openings in 1&8, 260 AD. Dilatory, 
MlttvilifcPacificaj^ntl Stab-Happy In Ttt? POCKET ARilfejfajUff, ..Subs to the PO^ET ARHEOTUt are 
8/$2. Inqui re about gamefees. 



We hope that you will ba nble to £:.:i? enough satisfactory openings from this list to keep 
von happy. If havo any .problems, or questions, please don*t hesitate to write; any member 
of ^yBBBiilldfiO Ckmvnittee* Our addresses are. on . page 1 of the Cepheids. Thankyou. 




THE IDA NOVICE CCMSITTEE, 
60H&2 99th. St., 

Apt^ad," 

Reg© Park, NT 11374 
U. S. A. 
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TO: Rod Walker, 

1273 Crest Dr., 
Eneinites, CA 921X2 
U. S. A. 



